3 



FIG. 1A 
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FIG. 2A 
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FIG. 2B 
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FIG. 4A 
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FIG. 5 
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FIG. 7 



10/25 




11/25 



C 



HOW TO TAKE A TURN 



EACH TIME IT IS YOUR TURN TO PLAY, YOU MUST FIRST ROLL 
YOUR CHARACTER POD AND "GIVE COMMANDS" 
TO THE BIOMETALS 



ROLL YOUR CHARACTER POD OUTSIDE 
THE PLAYING ZONE 



YOU MAY MOVE THAT NUMBER OF BIOMETALS 
TO ANY BLACK SQUARE 
IN THE PLAYING ZONE WHICH IS 
NOT OCCUPIED (NOT EVEN PART 
OCCUPIED) BY ANOTHER POD 
PLAYERS MAY NEVER MOVE A CRASHED POD 



COMPLETE YOUR TURN 



FIG. 9A 
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OPTION 1 




r 


FOR 


TIFY 



OPTION 2 


< 


r 


BAT 


TLE 



LAUNCH ANY POD INTO THE 
PLAYING ZONE WITHOUT 

HITTING ANOTHER POD OF 
THE OPPOSITE ALLIANCE 



LAUNCH ANY POD INTO THE 
PLAYING ZONE. YOU 
MUST TRY TO HIT A POD OF THE 
OPPOSITE ALLIANCE 



I 



NEXT PLAYER 
TAKES A TURN 



FIG. 9B 
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IF YOU WIN 
THE BATTLE 






t 


PLACE YOUR OPPONENT'S POD OUT OF THE PLAYING ZONE 
ALL REMAINING PODS IN THE PLAYING ZONE ARE LEFT 
WHERE THEY ARE 


\ 


f 






LAUNCH THE POD YOU 
HAVE JUST BATTLED WITH 
BACK INTO THE 
PLAYING ZONE 






r 






NEXT PLAYER 
TAKES A TURN 





FIG. 9C 
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HOW TO TAKE A TURN 
EACH TIME IT IS YOUR TURN TO PLAY YOU MUST 
FIRST ROLL YOUR CHARACTER POD AND 
"GIVE COMMANDS n TO THE BIOMETALS 



ROLL YOUR CHARACTER POD OUTSIDE THE PLAYING 



YOU MAY ROTATE THAT NUMBER OF BIOMETALS TO 
SHOW ANY POWER (NOT CRASHED). YOU MAY NOT 
MOVE THE POD WHEN YOU ROTATE IT 
PLAYERS MAY NEVER ROTATE A CRASHED POD 



COMPLETE YOUR TURN 



FIG. 9D 
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HOW TO TAKE A TURN 
EACH TIME IT IS YOUR TURN TO PLAY, YOU MUST 
FIRST ROLL YOUR CHARACTER POD AND 
"GIVE COMMANDS " TO THE BIOMETALS 



ROLL YOUR CHARACTER POD OUTSIDE THE PLAYING ZONE 



FOLLOW THE INSTRUCTIONS ON YOUR CHARACTER'S 
GAME MAT AND MOVE (TO AN UNOCCUPIED BLACK 
SQUARE) OR ROTATE EITHER YOUR PODS OR YOUR 
OPPONENT'S PODS 



COMPLETE YOUR TURN 



FIG. 9E 
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HOW TO TAKE A TURN 
EACH TIME IT IS YOUR TURN TO PLAY, CHOOSE ONE OF THE OPTIONS 
BELOW. IF ALL YOUR PODS ARE IN THE PLAYING ZONE THEN YOU 
MUST RETURN ONE OF THEM TO HAND FIRST 



OPTION 1 




r 


FOR 


TIFY 



1 



OPTION 2 




f 


BAT 


TLE 



LAUNCH ANY POD INTO THE 
PLAYING ZONE WITHOUT 
HITTING ANOTHER POD 



LAUNCH ANY POD INTO THE 
PLAYING ZONE. YOU 
MUST TRY TO HIT ANOTHER POD 



I 



NEXT PLAYER 
TAKES A TURN 



FIG. 10A 
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HOW TO BATTLE 
THE AIM OF BATTLE IS TO KNOCK OUT A POD IN THE 
PLAYING ZONE. 



CHOOSE ONE OF YOUR PODS IN HAND TO ATTACK 
WITH. YOU HAVE ONE SHOT TO TRY AND HIT THE 

DEFENDING PLAYER'S POD. THIS MEANS YOU 
CAN FLICK YOUR POD ONCE AT THE DEFENDING 
PLAYER'S POD 



STEADY! 

THE DEFENDING PLAYER PLACES A BIOMETALS GAME MARKER 
ON TOP OF THEIR POD. THIS STOPS IT BEING BLASTED OUT OF 
THE WAY WHEN IT IS HIT. THEIR HAND IS NOT ALLOWED TO TOUCH 
THE TABLE OR BLOCK THE ATTACKING PLAYER'S VIEW. 
IF ANY OTHER POD IS BLASTED OUT OF THE PLAYING ZONE 
DURING BATTLE THEN IT IS REPLACED BY ITS OWNER, SHOWING 
CRASHED, ON AN UNOCCUPIED BLACK SQUARE. 

l 

HIT OR MISS? 

THE ATTACKING PLAYER MUST HIT THE DEFENDING PLAYER'S 
POD FIRST OR IT IS COUNTED AS A MISS. IF THE ATTACKING 
PLAYER'S POD BOUNCES OFF ANOTHER POD AND THEN INTO THE 
DEFENDING PLAYER'S POD THEN THIS IS NOT A HIT. 



IF YOU HIT THE DEFENDING 
PLAYER'S POD 



IF YOU DO NOT HIT THE DEFENDING 
PLAYER'S POD 



YOUR OPPONENT 
WINS THE 
BATTLE 



YOU WIN 
THE BATTLE 



FIG. 10B 
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IF YOU WIN 
THE BATTLE 












PLACE YOUR OPPONENT'S POD 
OUT OF THE PLAYING ZONE 
ALL REMAINING PODS IN THE PLAYING 
ZONE ARE PICKED UP BY THEIR 
OWNERS 







LAUNCH THE POD YOU HAVE JUST 


BATTLED WITH BACK INTO THE 




PLAYING ZONE 








r 






NEXT PLAYER 






TAKES A TURN 





FIG. 10C 
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IF YOUR OPPONENT 
WINS THE BATTLE 



WHEN YOU MISS YOUR SHOT YOU MUST LEAVE YOUR POD 
WHERE IT LANDS. IF IT LANDS OUTSIDE THE PLAYING ZONE ON 
YOUR LAST SHOT THEN PLACE IT ON AN UNOCCUPIED 
BLACK SQUARE 
YOUR OPPONENT ROTATES YOUR POD SO THAT IT SHOWS 

CRASHED 



START 
A NEW ROUND 



NEXT PLAYER 
TAKES A TURN 



FIG. 10D 
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HOW TO SCORE 



I 

YOU SCORE 1 POINT FOR EACH POD YOU 
SUCCESSFULLY KNOCK OUT 



I 



X 


2 

DOO 


3 

DOO 


4 

WAP 


5 

WAP 


6 
NUF 


7 
NUF 


8 

CWL 


9 

CWL 


10 
TRU 


11 

TRU 


12 

SLIK 


13 

SLIK 


14 
POWW 


15 
POWW 


16 
BEEST 


17 
BEEST 


COOL 



KNOCKING OUT n MODUS D' AIR" EARNS YOU 1 POINT 



X 


X 


3 

DOO 


4 

WAP 


5 

WAP 


6 
NUF 


7 
NUF 


8 
CWL 


9 
CWL 


10 
TRU 


11 

TRU 


12 

SLIK 


13 

SLIK 


14 

POWW 


15 
POWW 


16 
BEEST 


17 
BEEST 


COOL 



KNOCKING OUT "JUD POISON" EARN YOU 1 POINT 
YOUR RUNNING TOTAL SO FAR IS 2 POINTS 



v 



X 


X 


X 


X 


5 

WAP 


6 
NUF 


7 
NUF 


8 
CWL 


9 
CWL 


10 
TRU 


11 

TRU 


12 

SILK 


13 

SILK 


14 

POWW 


15 
POWW 


16 

BEEST 


17 
BEEST 


COOL 



WHEN THE GAME ENDS CHECK TO SEE HOW MANY POINTS YOU 

HAVE SCORED 
FINAL TOTAL: 4 POINTS 
GAME RANK: "WAP" 



FIG. 10E 
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HOW TO BATTLE 
THE AIM OF BATTLE IS TO KNOCK OUT A POD 
IN THE PLAYING ZONE 

I 

LOOK AT THE ATTACK POWER OF THE POD YOU ARE 
ATTACKING WITH. THIS IS THE NUMBER OF SHOTS YOU 
HAVE TO TRY AND HIT THE DEFENDING PLAYER'S POD. IF 
YOUR POD HAS ATTACK 3 YOU CAN FLICK IT THREE 
TIMES AT THE DEFENDING PLAYER'S POD 



♦ 

LOOK AT THE POWER SHOWING ON THE DEFENDING 
PLAYER'S POD. THIS IS THE NUMBER OF TIMES THEIR POD 
MUST BE HIT. IF A POD IS SHOWING A POWER OF 2 THEN 
THE POD MUST BE HIT TWICE 

i 

THE BATTLE BEGINS AND THE ATTACKING PLAYER LAUNCHES. 
THE ATTACKING PLAYER COUNTS ALOUD HOW MANY SHOTS 
THEY FIRE (EVEN SHOTS THAT MISS). THE DEFENDING PLAYER 
COUNTS ALOUD HOW MANY HITS ARE MADE 

* 

STEADY! 

THE DEFENDING PLAYER PLACES A BIOMETALS GAME MARKER (OR FINGER) ON TOP OF 

THEIR POD. THIS STOPS IT BEING BLASTED 
OUT OF THE WAY WHEN IT IS HIT. THEIR HAND IS NOT ALLOWED TO TOUCH THE TABLE OR 

BLOCK THE ATTACKING PLAYER'S VIEW. 
IF ANY OTHER POD IS BLASTED OUT OF THE PLAYING ZONE DURING BATTLE THEN IT IS 
REPLACED BY ITS OWNER, SHOWING CRASHED, ON AN UNOCCUPIED BLACK SQUARE. 



HIT OR MISS? 

THE ATTACKING PLAYER MUST HIT THE DEFENDING PLAYER'S 
POD FIRST OR IT IS COUNTED AS A MISS. IF THE ATTACKING 
PLAYER'S POD BOUNCES OFF ANOTHER POD AND THEN INTO 
THE DEFENDING PLAYER'S POD THEN THIS IS NOT A HIT. 



£ 



IF YOU HIT THE DEFENDING PLAYER'S 
POD THE CORRECT NUMBER OF TIMES 



I 



1 



IF YOU DO NOT HIT THE DEFENDING 
PLAYER'S POD THE CORRECT OF TIMES 



YOU WIN THE 
BATTLE 



FIG. 10G 



I 



YOUR OPPONENT 
WINS THE BATTLE 
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IF YOU WIN 
THE BATTLE 



PICK UP YOUR POD AND ROLL IT 
OUTSIDE THE PLAYING ZONE 



COMPARE THE NEW POWER OF 
YOUR POD WITH THE DAMAGE 
POWER OF THE DEFENDING POD 



IF YOUR NEW POWER IS 
THE SAME OR MORE 
THAN THEIR DAMAGE 
POWER 



IF YOUR NEW POWER IS 
THE SAME OR MORE 
THAN THEIR DAMAGE 
POWER 



1 



YOUR OPPONENT REMOVES THIS POD 
FROM THE PARKING ZONE 
ALL REMAINING PODS IN THE 
PLAYING ZONE ARE PICKED UP BY 
THEIR OWNERS 



LAUNCH THE POD YOU 
HAVE JUST BATTLED 
WITH BACK INTO THE 
PLAYING ZONE 



I 



NEXT PLAYER 
TAKES A TURN 



ROTATE YOUR 
OPPONENT'S POD SO 
THAT IT SHOWS 
CRASHED 




r 


LAUNCH TH 
HAVE JUS" 
WITH BACI 
PLAYIN 


E POD YOU 
f BATTLED 
< INTO THE 
GZONE 



FIG. 101 
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HOW TO SCORE 










r 






YOU SCORE 1 POINT FOR EACH POD YOU 
SUCCESSFULLY KNOCK OUT 








r 




X 


2 

DOO 


3 

DOO 


4 

WAP 


5 

WAP 


6 
NUF 


7 
NUF 


8 

CWL 


9 
CWL 




10 
TRU 


11 

TRU 


12 

SILK 


13 
SILK 


14 
POWW 


15 
POWW 


16 
BEEST 


17 
BEEST 


COOL 


KNOCKING OUT " MODUS D' AIR" EARNS YOU 1 POINT 




r 




X 


X 


3 

DOO 


4 

WAP 


5 

WAP 


6 
NUF 


7 
NUF 


8 

CWL 


9 

CWL 




10 
TRU 


11 

TRU 


12 

SLIK 


13 
SLIK 


14 

POWW 


15 

POWW 


16 
BEEST 


17 
BEEST 


COOL 


KNOCKING OUT "JUD POISON" EARN YOU 1 POINT 
YOUR RUNNING TOTAL SO FAR IS 2 POINTS 




r 




X 


X 


X 


X 


5 

WAP 


6 
NUF 


7 
NUF 


8 

CWL 


9 

CWL 




10 
TRU 


11 

TRU 


12 
SLIK 


13 
SLIK 


14 

POWW 


15 

POWW 


16 
BEEST 


17 
BEEST 


COOL 


AT THE END OF THE GAME ADD YOUR SCORE SHEET THE 
SURVIVAL BONUS OF ANY PODS YOU HAVE IN YOUR HAND 
; FINAL TOTAL: 4 POINTS 
GAME RANK: "WAP" 



FIG. 10J 



